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z t zmtt-rt y-A«. 
7*t7i^- vy-A&ff o &y-u±m?>mm<oy-M. 

was: aw* Lme.T<x7°\s4 ±k«* $ ■£ & h«-&j« 

msmmr- nm^mzimz ntz may- At- * 
St*-?*, «5ie^*-;i-f >^«o 3 ^7cy- A^ras. 

xtuj ±.izn±z-£z>ztzw<3it?z>y-j± 

imw4i m-%mi-4<o^-mmzts^x. 
ffi&y-j»mmu&fMt. 

y-j*wrmz . wrffifflau-?* - ? iett¥8w=#y- w 



zmmt-tzy-^m. 

y- A»T»fc . fffEfflS'jy- 9 iE*#at=#y-^» 
y-*.T- 9mz. 7ftH-<r>3kmz®:~>T m&Wt-ft lt 

m?99z i-)VmfrhfLh &mzmw&Mtim.*ws. 
'jrMiKxn-istu zf-jucommzoTu^ 

mMimy-^mt-?^7u-^mmy-u,^o z 
k&¥mt't&y-j*m. 

[i»^9] m<r>y-j*mtmHzy-j>.7-9(?M 

g «^-Af- ^ . HtfiE@3SB$r B i§ 4 *t fl&oy 
%m2ir&im<vy-2±7-9 1 . mim&vmz^ 

td S HO y — a r- ^ t y- A«»t:II<J3E« $ ix 
&WW-9EMt¥Wtb* 

IMEf* -f^Mit, y-Atf^Ji. v^friz-f 

y-A^rff 3 #y-A^fi*fcoy-Ay-^^a^^ 

i«OHHfiSr?lflt*^ L, d--^#BU-C'fflE)iK{a*^Sr 

+jhu y-^*7at, BfriEiiS'iy-^iEit#R{c«- 

y-AMMttiEttSii, ^MIEIt^raoS^t^i 

mLVW&<r)y-j±T-9mzm^zw&mm:mMm. 

y-^mnmm^s.b . 
&<kttz b *r»ai:-r4y-A«. 

i o 3 Kwzy-j»T-9<7)m%mtf s x-z h 
£o&&.ztitiim<?>y--i*i&z-kX: &y-j*m<nr 

T-fX7V-f±tC^?ni.y-Alim2:^. 
%tfbMcoy-2±mcDTis-^b&mcoy-J±g.fflT:& 

7v-^mm^m^m^d-?ji-i-7u-^y-^ 
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Zft 3 y-Ay^fitftot. 
«HE#y-A«i:Lr. fjlEI**Jll-9co^-r^*^ 

[000 1] 

xri/ -y ±fc:su* $ y- abc& h mco y- 

Zfto ?-J*®RVZtiZm^tcy-J»i'A'rMzm-t 
[0002] 

fgi^U v/l^:T^-^y-A£^3 y-AiyX-rA 

[0003] -roy-A^XT-Ah lxh. mufmi. 
<7MiL\.t^-^vym<ny-hm: . s.wzim^J 

-- fy-A£3«ft-r&i:, m~cr>y-j*gmft-vyu- 
is-i/>y*;-tWL&~t&-?/i<j-y°\'- J ry-J*£mL 

tsZbtfX^h. 

[0004] ill*. Z<7)X 3 ^y-AyXfAt'li. v 

wr v— vy- a 5r ft 3 # y- ^«<o y- ab^coh 

[0005] -T^ri?*>. ^y-ASrRKfrt 
#y-A«Mi, SVHiy-A^-^coiMSflSrff 

<7)7V~ V*-^:ifS:«*-rSi:«C 5E<§$*ufe«K 

[0006] L*>U Cicoid^y— A^-XT-Atii, 
<Rfc#y-AMb&*. l/608>fcV*S U7l/7ya 

<bi>17t>—£.Mtitii>(Ob%:r>XL£o. 

[ o o o 7 ] «p(c, fsi*5-f y^UTfisttsnsy- 
A^co^^'jf i. o , 2 y- j*mnm»wfflmz% 
hm-shzit. mcoy-j±®.frt>coy-j*T-i?ti i 2yu 
-j*a±MtLX%mzti& t v^inifaxiti . 

[0008] z<ot:*>. m&itzi. 3 K*y-A«*«. 
y- a&*>4> gfts ixs y-Af- * £ y- 



[0009] d<7)J: 3 &y-AB^f^&tfl«{£SUF 
li $ ( J fc* t & vvF. #7l/-W rf-;u 

■ol. mmmzmteth^^wmbtch* -t%*> 
*> , #y- jjgafim. lx e MuojiHfitp ue* ft ob.m 

[ 0 0 1 0 ] d^i 3 &*JflkO»£U:. y-A/vp?Jgfl|$ 

«f4i^3SaH?, y-A^XrAco^»^<?)ffi 
[00 113 £*5|SJH£«BW-4fcifr(c, 7W-n~ 

^y-A^xyA£«^&MSc<oy-AflScoi*k i& 
^vx^-tL. «xu-/t LT. -?x?-k&-l> 
y-A«*«WBr Lfc*»JBffiS > . $*• owe* u-y t & 

[00 12] L#>U Cli0<J:3tLTt, vx^-t^ 

*y-A»Tsms*i.&. xi/-7i*>«s,«y-Af- 

9\i>yts:< b i> 1 7^-AULhS^7tt^)i;^.|.3t46, 
*<oy- A«» jEW=Sr«a t Rtt Lfc fc<?5 k ««r 

^-^•Y^tfc^-tcfi:, 1(4, 2{iW)i[a«€$riE?l 
tc^3itJiT# : 5:V\ 

[00 13] i/c, iO«):d=flrtS]H*««fc-r6fe«>fc:, 

«-y-A«i*^ f&<7>y-j*mfrt>mmztix < s y-A 

r-^ ^Sttli: J: 3 (cMIEawU. i^x^A 
^s«r^t=ra»W4 i 3 KJgjS-Ti Zbh^L^iX 

[00 14] IfrL. z<n£dlz-r&bmiE®&<r>titb 

iz. &y-A>mzm3iZixz>m&nmw*:-t?>b#i 

lz. isXTJ*£fcfimm%i>c7>b%-oXL£ob^dffl 
[0015] Z0>£ 3 iSrBWH^AsSr^fi/S: 

t«o-c-*>o, *<o»i<oBWtt, y-A4»tcfctti>#y 

#y-A»tf>iau* £«-r i^-^t^ LjEHtfi^rr* - 
t ^^y-Am&t/^ix^ffl ir^v^f-r u— vy 

-AyXrAj'ftffitl.^fctJ)!.. 
[0016] *^BJoft!J^aW«, y-A^T^f 

(c. #y-Afla<oy-A7 f -*a J ss£fci3]»J 

•^>H«*. =S-y-A«comiSrSriiJD$-li-S^i:^<Si 
(f.|.iE5i : 0rliI{a$:fKa-r§^ k^T# , L*»ty-A*| 

T«t=t y-A<soi«f t iS*«sry-A»ajTS , ztnz 

& y-A«S&tf.r tt£ fflV y-AyXfA £«(ft-t § 

is $> ^> o 
[00 17] 
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[0018] *»W<oy-A«-C«, ^X^A^fflfiic-r 

v ^cy- At- * £ iisfi t «i<o y-j*mt mm 
zm^ -> h o 7^f7v-^y-A til 3 . 
[ooi9] #y-A$&L e«^y-ABs 

^ft&m^coy-Ay-?^ wffi«jaii9rasr^«i 
[ o o 2 o ] *i/c, -?/^yu-^y-M,f)<mT-rh 

[002 1 ] y-£.i&Tmizi5lf&Z\(r)£o%mMco}i 
[ 0 0 2 2 ] *3WBfc: XtLtt. y-A»T"*fcr 

w.mzmg.mt&HzmLttz t y-A* 

.5<X-rA^««08«spSrJBSftS Zb&X'* & . 
[0023] ClixicjDxT, *«HHfcJ:*ur*y-A« 

[0024]^, *»H8TJ4s y-A»T«tC^^-f 



J±£ffif&t&-kXcr>7-A.mzzf-)l"( >m\&£i&skZ 
itZ>ffi&L£&mLXi>J;^i}<. ±X<7)y-J»mz3-)V 

-i>wmzm?jkz-&%<xhj;\^®'&t)' ! h&„ mtn. 

a, mzmmmixizi±£i<mw2ti&\ «ot. y- 

mzi$Lxcr>?>.msii-)V4 ym^m^mth xoiz 
mf&vxb*^. 

[0025] ttz. n&X2aami, mtmnza^ 

[0026] Huiey-A^ti. y-AtfrfcfcttsftWfc 
Afpcommt. mmcr>y-£.mtfT'v Ft- i- tant-c 

[0027] ZcotztbiZ. *S6ffl<0*y-A«Mi. 

[0028] icoi^t-rsdttcio, &y-j*m 

[0029] mm3<>mmmim 1 . 2 <ovv*yu&» 

fl3#y-A^«fToy-A7-'-^tc*-^#, Bfje<o 
u 7 v v u- h izmm lx 3 a^cy- Affiiaosw 

[0030] *«BHfc: iiitr s #y-^«iiW5e<ou 7 
v-/^j.v-v izmm lt&j&o 3 (XTcy-A^eo^ 
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[oo3i] zlx. y-A+fctswiy-AMflW)* 

ff^ft^'-AT-^lcao'^ffd. ti!-JT, y-A* 

e*5»t**y-A»o 3 aoEWflwisiofcyxoftfflS:^ 

i o o 3 2 ] -e lt . y-A auiw>»w*y*v^-A 
*7»te. «raey-AWi. e^ray-^iait^a 
teg eh £ y- Af- *s <?»t>#> ^ . flregeftftiaa 
g£ t @ y- a r- * m z o ? v v ^ * 

^ t ii/c 3 &^y-A£fg&tm^tSj5{i«<o?st«£ 
[0033] 1 o iz. xmuzxtm. &y-j»® 

[0 0 34] M#«4<?D»UIIi. |fc£JSl~4<0Vvrfi 

frt ey- A^t^aj^sti , y-A»7» 
fc. B(riBfflS'jy-^ieii#st#y-A»s«tcieii$ 
ft. mmtsffifflcom&Ltz&m&vmwwy-^T- 
9&£. m^-^mzvt^xmxm^Lx^-^^ > 

v%cr>y~-^wm£VTU'(mmtLxn£.mKL. tu 
-\\,z d->v4 ynmnm&zttfMmLAsX'h h?zt 

izj:*). y-A.tLXcoffi&ZZZblziKtb&ZktfX* 

[0036] 89*JB5ofHBtt. m#m3izmmtzm 
-Assies: ^-McitaftT^ift-rsr i^-^-v 5 9 
«riB y -rv 4 mm * Hffe-r ■?» i <b * «ns t ■* s . 

[0037] #fMHCJ:*Uf , 71/- \r*-v9?*0>1B 
j£i:fl3r.l>ftS. Wfc: zf-MZf^lfX &Wrt hTV-*? 
5 9 9 £ ^-;^Sfi*><c> jL£ftEtcM£&KSrtft5g 

■f a c 1 e j; 0 , y M***, #r u— \*eo=f-;u 
■f ^o(s<o«8isy-AaiajoiijS*»^ i oswRWfc* 

[0038] msm 6 <o»ujtt. it&g 1 ~ 5 co wfft 
HfriBdS'jy- ^E«#st*y-A«»tciE*tf 

ft. HufBtt^racog^L*: g«Rt^fBi»oy-Ar- 

, p^co^mzm^xmam^ta lx i-jvi v 
<o&<r>&y-j±m<?>mmo^m>\^m&zm%L. 1? 



1^ -iv a ymmt ixH>k-tz>i?nm$m<m±5-& 

£$tsZt£ftWiki-&. 

[0039] *WMZ iftff . aaR<oy-A«*»flHlT 

di->v4 v itc&nm&zfflmtziEmizm* t . tu 

[ 0 0 4 0 ] #tc. *^(c<tfitf t v Ft — h L=5r^' 

4>y-ASrff->t*fc«Rru- ^me^. y-A» 
^^^w*^. y-A»7eate*jv^-cty-Atf>»H«t 

S0±(f. iftKiOSetcBfi^ y-Av-XrASrHS! 

[0041] w*^7<os6ffltt. is*«3t=fiejR-rsis 

*JB6fc:*$vvc. MIB^*«SB»lf^aJ±» *HEy 

^ ^-^jfi* 1 ^ s ®mz mmMiw. ^wm^. 

VmpyTV—**-*? 9 9tfi3-)\/4 vth¥m<r> V T 
U-fH^ISrXn-S^L. d—jVOffimizV TV4W®. 
*»ih L , mggJffl%M9Lb LXm^-th Z b Srfip« 

[0042] *fKBt i*ur. y ru-^iiwxn-s 

;M ^LfclSWoy-ASifj^SEKB*, J: ODsa^y- 
[0043] il*«80S6Wtt. ll*«l~7c7)V^m 

mz&^x , itjififfeoy-ASfcT^rw'— wwsy 
-A&ffddtsr^at-rs. 
[0044] ^c7)i a tc. ?gis<oru-wji{as:Mv> 

^•3 J: d^rfUSy-A-Ctt. y-A^7f^raJW«0i:ix 
TtfilE ^-yi^f ^Hfli Z tzti/ZX"). y- 

2±mimcr)im%*w%.mz&r ) ±.w . <k o®ev%y- 
[0045] swsB9««wtt. ffioy-A^tsv^^ 

ftSy-ABffiSr^*^fl!scoy-Al8c7)r^— frfc* 

fflSr*w& a vy^rp-^y-A^ff a y-AH-c* 
•jt. a«<?5y-AH!*&*»6tfMais^Ha*»ffi^6»w 

Tffi«y-A«(cWti»m^-4¥Si:, gfS$m»fffi<S 

y- ^ t y- a«* fc:i«j«Eti ^ftsffls'iy- ^ 15 

yru— ^y-A^^o#y-A^ftffc7)y-Ay- 
9t,zm-3% &m<7)tmim&$k7jkL. ^-^mxim 

JBfi^Sr^jht. y-A*7afcv MI2ffl»iJr-^IB 
«#Sfc:#y-A«H5t:iEttS<x» 3&*o«ESH*bWBo 

lE^LTta ®Rx/im<7>y-^ c r-9miz&~j% amm 
mmsM^-tty-Ammm^t , 

[0046] *»B^iftti\ y-A4»tc*J*t*#y- 
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ZmWftK-f h £ k OT'# & y-AyXfA £H 
[0047] !tt*JS 1 Qcowm. m^zy-Af-9 

its y- a®<i£ ffioy-^«<or u— ^ t * 

iB*y-A«k LT . f)IEI«*JS 1 ~9 OWf ftj^coy 
-At££ffli,Vi£k£#g!k^-&. 
[0048] 

[0049] yXfAM 

- 1 , 10-2, *^-7°«tt#^$ix-rv^ . 

[0050] msE*y-*« 10-1. 10-2, 

[0051] zzx\ mLLtz^-Am lo-i, io 

-2, fcv>d«ott, #y-^«i o-i , io- 

2 , *^iif iiMCy >-^71/-t>'-A 5:tt 

3 £ k * 4 T§ hXo izB&LHtit £ k SrSB* t , y— A 
mmwt y>WfWnM«t5 J: 3 3r£ k 

[0052] H2 (C^-TJ: 5 IC. l91E#y-A« 1 0 
Ji, mfeJ&Z^MzBWLZtlX^h. *LT, ftj£! 
*ft:l A\,Z^->tzTV—^ \ 6t±. |}^fU7l"( 
1 8±fc:^3ft4y-AjBtfU&ji*#&#*2 O'TO 
3r k £ Jiff LT 1^2 (A) ~ (C) fcijr*-J: 3 £«j£JS 
1 4 Srfrf^t«iH-S £ k (c X 0 . r 4 XTW 1 
8±K3S*S:h.4£Jg*i«KU 3&7Ey*-A£|3Hcg 
m^&mco,%tM&-t&£o<,z&i£ZiiX^&. 7V- 

«»S«S£kt«J:0, &m*m<T&nZ J £hZktfX' 
fcv >ttHTS J5 Sr»< ^fiS -«m<0JR k ffifr USrWttf 

[0053] y-Mm^MfH 

m 3 tz& . ^mmmmcoy-^m 1 o o**eu^^tg 

[0054] *j«i<^JB<oy-A« lOli. iS»$W 
SC3 0, -7-?RAM4 0, Btt*Q&£ga4 2. ttB*# 



SkLT«*^>-^6 0, fflS'Jr-^IB1Sg56 2. 7m 
X71/^ 1 8. TV-^KiMA 4. zij V&ASB4 
6, 1/O-f y^7i-{X5 0££tf. 
[0055] frSSOTiHWff 3 0 UU CP URtmfecD 

rny9Aiae«ufcROM**^T«j«sn. y- 

2>**tt3 2. ^-n£5ggP3 4. y-AfiBf?lffigp 
36fcLTMttf-*J:3fc:«JSSiva*4. 
[00 56 3 fflffiTl'-A'ATJgM 4ti. *SH2 0, M 
^*#:<7)JSi!)^aj^k'r^— f 1 6**J»*iM8W 
&Zfmtt2l&i!r&TmtfLZtiX ^£ . 

[0057] uEy-A*j|[»3 2ii. wetv— \*a 

7JgP4 4*»^><0atf^fi#. 7-?RAM4 0l*ICOr-^ 
XX\ TU-^cDim-t &M,tffo(7)B k M^-T 3 3&7C 

4 2^ttai^-rs. ££ti±. frffi3»5cy-AsiBi 

ktT, 3<X7C«?53rr^i^h3gH<0«»*fi : oTV^ 

s. 

[ 0 0 5 8 3 * LT. if tt&l£C4 2(i. HH£)£# 
KkLTflSfEU H5ie3?^7cy-AS^&m^-c7)^fi 
ffi^l^y-iBSJillL. £n*-5*^ 1 

[ 0 0 5 9 3 HP*>, HUiey-A«*a33 2«. SSUOSI 

**-y- a r- ? &i>'fluo y-A <o* 
my-^T-fmizg-jz . 0yi«H4 tc^-r «t ^ c 
n-x i o o±«\ rp- em 1 1 o*-'. 
i&<vy°u-^3yva.-?<7>&m-?&mm l l 2k« 

#-rs 3?*7c*7Vx ^ h^ra(o?a»jff a k*c a 

2 0^IS^-n>?lSt^fi : 3 o £O^12 0k. i«i 
1 OkOtB^eaii:- »*WWiy-A«t>^tJ^-C@« 

[00603 LT, li«»l^B4 awt$itfc 

3^^-yi/x ^ h^iaat^i 1 2 o<offi«flWBtis 
. as 1 2 o*»<9 3<X7C3r7 , ^'x ^ hfflatjifcy 

[0 0 6 1 3 £iiCJ; , 5. f^7M 18±Cli, M 
i(i'l!5^-r J: ^y-ABi2 0 0A*^£ix!». 
£<oy-AB«2 0 0Ji, 1S3-X1 OOiT'S^l 

1 0# { fti!J§l 1 2k»*LTV^*aB*«i3L"CV^. 

[0 0 62 3 y-?<03*Sfi 

k£^t\ i^J: o^y-Aft|l 0 5rfflv>T. vy^r 

v— ^y-j^ZfiofcMzi^ #y-A^i 0 - 1 , 1 
0-2, io-8wraT\ #y-A^i ocot-'-? 

[00633 m&7-< y2 4*irLxfthixz>m<Dy- 
A^koP^y-^oMSfiJi. iiffffl^x^Aic 

56*-', SfIRAM5 2, mt RAM 5 4fc J:t>'jift-^ 
^^-7x^X2 2 2:$iJ1iiILT^f -f^*>, ffi^y 
-A^*^<0gffr-i?JiSfiRAM 5 21*5^—5.^ 
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tctt9a**u *fcSKy-A«iooy-Ajs»»3 

2&£*Ti8Jt$ft*:i*fiT r -:?(4. 7-?RAM40S: 
ttLTi8iRAM5 4rtfc-fi»Sii**lfcflM=. ilff 

h. 

[ o o 6 4 ] *mmco&m<7)isz.Tj»-ciz. s& 
<oy- a® lo-i. 10-2 i 0-8^4^ <bv 

f&^xy h U-L*y-jMgW\xu-:/ 

[0 0 6 5] vA^-t^rsy-Afiii o«4. y-Aic 
xyh 'J-L^B#^T\ i&cotf^? 6 oco# 

«**j»irj£U xi^-y^a^y-A^y-A 

y- a tcx y h - LTt^r oy-Ats i o co^? ^ 
60(4. Flt«[**^^MlJ*i-4ii:fe:*6. 
[0066] ifc. ^-y-Alil 0cO^;U-7tggg|53 
4(4. TP—'V'AOMM 4i3 J:tf n-f ^aA«4 6*»4> 
^AAflW-*, §fIRAM5 2tC^fi$it/cffilcOy-A 
«^6<05l©-r--* s 5:ir£*'*S . fc'coy-A^t CD0 
f7^f7U- ; Vy-Afflco^P-nS^&fl 3 
jg^-S. MttfWc(4. j*fSRAM5 4^ai^§ixS*« 

tx&ncr>^m&mmz'%&. ^mm^^mttx 

(4. *tUSIA*^tiifIt^W^F3 - 7 0 9 

9 3-^^«£0»7 3 9Aai3 3tf~*l 13 5A|g4 4 
ff(c*^fC-ec7)-f5iJ^ia«c$ix. SfcfcSSl 2rJ5AH 
1 9fr~~lft4 2fTtC3&»»tTfl&<0--W* < ffiaSfiTV^4. 

[0067] lt , ccov^f-ru—^y-^^cox 
A|l aaco^^y^soc^^^v-Mstca^^ 

oo^y^ocosu. ^^-fc**y— ah*»^> 
co^tciO^T|BItffitmS$ii.4. figoT, xyh 
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Summary. 



(57) [Abstract] 

[Technical problem] Offer the game machine which can transmit the results of each 
game machine correctly to each player at the time of a game end, without increasing 
the load of each game machine which performs a multi-player game. 
[Means for Solution] It is the game machine 10 which performs the multi-player 
game which transmits and receives game data of each other with other game 
machines, and vies in other game machines and ranking. This game machine 10 
includes the elapsed time information from the game start which the aforementioned 
counter 60 outputs in the game data of a self-opportunity, and is transmitted to 
them towards other game machines. And it is received, and also the game data of a 
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machine and the game data of a self-opportunity including the aforementioned 
elapsed time information are memorized in the individual data-storage section 62 
one by one for every game machine, the game data constellation of the self- 
opportunity which the aforementioned elapsed time information adjusted, and other 
opportunities is read after a game end according to given conditions, a goaHn 
picture is calculated, and it displays on the aforementioned display. 



[Translation done.] 



42. 



60 N 



62 



(PPUI 



40, 



4BM 

Ma 



7-S 
RAM 



^ 1L--- J 

V34 



50 







RAM 





54 



IS] 



32 



RAM 



5LZ 



ic 



22 



v 24 



[Translation done.] 
* NOTICES * 

Japan Patent Office is not responsible for any 
damages caused by the use of this translation. 

1 . This document has been translated by computer.So the translation may not 
reflect the original precisely. 

2. shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 



H1 0-23501 7 



4 



CLAIMS 



[Claim(s)] 

[Claim 1] The game machine which performs the multi-player game which vies in 
other players and ranking of a game machine while looking at the game picture which 
is characterized by providing the following, and which transmits and receives game 
data of each other with other game machines, and is displayed on a display, the time 
check which measures the elapsed time from the game start of a self-opportunity - 
- a means A means to make include the aforementioned elapsed time in the game 
data of a self^opportunity, and to transmit to them towards other game machines. It 
is received and also is game data of a machine. The game results production means 
which the game data of a self-opportunity including the aforementioned elapsed time 
are remembered to be the individual data-storage means memorized one by one for 
every game machine by the aforementioned individual data-storage means for every 
game machine after a game end, read the game data constellation of the self^ 
opportunity which the aforementioned elapsed time adjusted, and other opportunities 
according to given conditions, calculates a goaHn picture, and is displayed on the 
aforementioned display. 

[Claim 2] In a claim 1 the aforementioned game results production means Into a 
game, the ranking of a self^opportunity is indicated by the operation at the 
aforementioned display top based on the newest game data of each game machine 
which performs a multi-player game. The game machine characterized by indicating 
the last ranking by the operation based on the game data constellation of the self- 
opportunity which the aforementioned ranking display was stopped by gall this side, 
and the aforementioned individual data-storage means memorized for every game 
machine after the game end, and the aforementioned elapsed time adjusted, and 
other opportunities. 

[Claim 3] In either of the claims 1 and 2 each aforementioned game machine A game 
operation means to calculate 3-dimensional game space synchronizing with a 
predetermined refresh rate based on the newest game data of each game machine 
which performs a multi-player game, The picture composition means which 
calculates the game picture which saw the aforementioned 3-dimensional game 
space from the given view position, and is displayed on the aforementioned display is 
included, the aforementioned game results production means It is based on the 
aforementioned game data constellation memorized by the aforementioned individual 
data-storage means. The game machine characterized by reproducing on a display 
the goal-in picture which performed the operation of the 3-dimensional game space 
in the case of the aforementioned goaHn, and a given view position, and looked at 
the aforementioned game space from the aforementioned view position for the 
aforementioned picture composition means. 

[Claim 4] the aforementioned game results production means memorizes for every 
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game machine for the aforementioned individual data-storage means after a game 
end in either of the claims 1-4 — having — the above — a time check — the game 
machine which carries out the reading appearance of the game data constellation of 
the self-opportunity which time adjusted, and other opportunities one by one 
according to given conditions, and is characterized by to include a replay image 
reconstruction means calculates the replay picture in the case of goaHn, and 
reproduce as the aforementioned goaHn picture 

[Claim 5] It is the game machine characterized by setting the aforementioned view - 
position as the position which looks at the player character which the 
aforementioned replay image reconstruction means turns the inside of the 
aforementioned game space to gall in the claim 4 subordinate to a claim 3, and 
moves from before gall, and reproducing the aforementioned replay picture. 
[Claim 6] In either of the claims 1-5 the aforementioned game results production 
means After a game end, the aforementioned individual data-storage means 
memorizes for every game machine, the above — a time check — the game 
machine which carries out reading appearance of the game data constellation of the 
seW^opportunity which time adjusted, and other opportunities one by one according 
to given conditions, and is characterized by including a photo finish image 
reconstruction means to calculate the picture for photo finish of the ranking of each 
game machine in the case of goaHn, and to reproduce as the aforementioned goal- 
in picture 

[Claim 7] It is the game machine the aforementioned photo-finish image 
reconstruction means sets the aforementioned view position as the position which 
looks at the player character which turns the inside of the aforementioned game 
space to gall, and moves from before gall, carries out the slow reproduction of the 
replay picture of this side where a top player character makes a goal in the claim 6 
subordinate to a claim 3, and carry out standing a replay picture still to the moment 
of gall, and displaying as the aforementioned photo-finish picture as the feature. 
[Claim 8] The game machine characterized by performing a game machine besides 
the above, and a multi-player horse race game in either of the claims 1-7. 
[Claim 9] The game machine which performs the multi-player game which vies in 
other players and ranking of a game machine while looking at the game picture which 
is characterized by providing the following, and which transmits and receives game 
data of each other with other game machines, and is displayed on a display, the time 
check which measures the elapsed time from the game start of a self-opportunity - 
- a means A means to make include the aforementioned elapsed time in the game 
data of a self-opportunity, and to transmit to them towards other game machines. It 
is received and also is game data of a machine. An individual data-storage means by 
which the game data of a self^opportunity including the aforementioned elapsed time 
are memorized one by one for every game machine, and on the aforementioned 
display, in a game Based on the newest game data of each game machine which 
performs a multi-player game, the ranking of a self-opportunity is indicated by the 
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operation, the aforementioned ranking display is stopped by gall this side, and it 
memorizes for every game machine for the aforementioned individual data-storage 
means after a game end — having — and the above — a time check — the game 
results production means which indicates the last ranking by the operation based on 
the game data constellation of the self-opportunity which time adjusted, and other 
opportunities 

[Claim 10] The game system which is a game system which performs the multi- 
player game which competes in the player of other game machines, and common 
game space for the ranking of each player mobile while the player of each game 
machine looks at the game picture displayed on a display including two or more 
game machines formed so that transmission and reception of game data could be 
performed mutually, and is characterized by using one game machine of the 
aforementioned claims 1-9 as each aforementioned game machine. 



[Translation done.] 
* NOTICES * 

Japan Patent Office is not responsible for any 
damages caused by the use of this translation. 

1. This document has been translated by computer. So the translation may not 
reflect the original precisely. 

2. **** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 



DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[The technical field to which invention belongs] this invention is formed so that 
transmission and reception of game data can be mutually performed with other game 
machines, and it relates to the game system using the game machine and this which 
perform the multi-player game which vies in other players and ranking of a game 
machine, looking at the game picture displayed on a display. 
[0002] 

Background Art and Problem(s) to be Solved by the Invention] Before, two or more 
game machines of each other are connected through a data transmission line, and 
the game system which performs a multi-player game is developed and put in 
practical use. 

[0003] There are some which connected the game machine of each other for racing 
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with which plurality became independent, for example through the transmission line 
as this game system. ** [ a players selection of the multi-player game between the 
players of other game machines / enjoy / the multi-player game which competes 
with the racing car which other players operate / the racing car which a player 
operates in the same game space / in this system ] 

[0004] Usually, in such a game system, the synchronousr control of the game 
picture of each game machine which performs a multi-player game is not performed. 
[0005] That is, each game machine will transmit and receive game data of each 
other, and if a multi-player game is started, it will perform a game operation 
independently synchronizing with a predetermined refresh rate based on this 
transmitted and received data, respectively. And while displaying the player car of a 
self-opportunity, the player car of other opportunities, etc. on a display, the ranking 
display of a self^opportunity is performed based on the received newest game data. 
[0006] However, in such a game system, the transmission lag of data occurs 
between each game machine on the structure, and temporarily, even if each game 
machine transmits the game data of a self^opportunity to other game machines for 
every refresh rate of 1 / 60 seconds, for other game machines, this transmit data 
will become what was overdue at least one frame. 

[0007] When the number of the game machine especially connected through a 
transmission line increases and the operation of a game machine becomes 
complicated, the game data from other game machines also generate the situation 
where it is received behind time by two or more frames. 

[0008] For this reason, if each game machine calculates a game picture based on 
the game data received from other game machines and performs a ranking display as 
mentioned above, the problem that the game picture concerned and display ranking 
may not reflect exact ranking will arise. 

[0009] Although the midst to which, as for some such errors of the display of a 
game picture and a ranking display, each player is performing the game does not 
pose so big a problem, each player makes a goal, and it becomes a problem when 
determining the last ranking. That is, if each game machine performs the ranking 
judging of a self-opportunity independently, the situation where two or more game 
machines perform [ a self-opportunity ] the ranking display of the purport which is 
the 1st place will occur by the transmission lag of the aforementioned data. 
[0010] Generating of such a situation becomes the factor which diminishes the 
volition of challenging again to a game and causes decline in the operating ratio of a 
game system and is not desirable. 

[001 1] In order to solve this problem, one in two or more game machines which 
constitute a multi-player game system is considered as a master, and displaying the 
last ranking which the game machine used as a master judged on the game machine 
which serves as a slave compulsorily is also considered by making others into a 
slave. 

[0012] However, even if it does in this way, since the game data from the slave 
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machine received with the game machine used as a master become what was 
overdue at least one or more frames, that in which the game result also reflected 
exact ranking does not become. That is, while two sets of game machines carried 
out dead heat, when a goal is made, the ranking judging of the 1st place and the 2nd 
place cannot be performed correctly. 

[0013] Moreover, in order to solve such a problem, each game machine carries out 
an amendment operation so that the game data transmitted from other game 
machines may be synchronized with a self-opportunity, and forming the whole 
system so that it may synchronize completely is also considered. 
[0014] However, if it does in this way, while the operation load required of each 
game machine for an amendment operation will increase, the problem that the whole 
system will become complicated occurs. 

[0015] this invention is made in view of such a technical problem, and the 1st 
purpose is in offering the multi-player game system which used the game machine 
and this which can transmit the results of each game machine correctly to each 
player at the time of a game end, without increasing the load of each game machine 
in a game. 

[0016] Other purposes of this invention moreover, by indicating by the operation the 
goal-in picture to which the game data of each game machine synchronized 
completely at the time of a game end, without making the load of each game 
machine increase The exact ranking at the time of goal-in can be transmitted to 
each player. And the game production of excitement and the reverberation of a 
game can be carried out also after a game end, the motivation [ checkin / a game / 
again / to the player which ended the game by this / motivation ] is given, and it is 
in offering the game system using the game machine and this which can raise an 
operating ratio. 
[0017] 

[Means for Solving the Problem] In order to attain the aforementioned purpose, 
invention of a claim 1 It is the game machine which performs the multi-player game 
which vies in other players and ranking of a game machine while looking at the game 
picture which transmits and receives game data of each other with other game 
machines, and is displayed on a display, the time check which measures the elapsed 
time from the game start of a seH^opportunity — with a means and a means to 
make include the aforementioned elapsed time in the game data of a self- 
opportunity, and to transmit to them towards other game machines An individual 
data-storage means by which it is received and also the game data of a machine and 
the game data of a self-opportunity including the aforementioned elapsed time are 
memorized one by one for every game machine, After a game end, the 
aforementioned individual data-storage means memorizes for every game machine. It 
is characterized by including the game results production means which reads the 
game data constellation of the self-opportunity which the aforementioned elapsed 
time adjusted, and other opportunities according to given conditions, calculates a 
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goaHn picture, and is displayed on the aforementioned display. 
[0018] In the game machine of this invention, while two or more game machines 
which constitute a system start a game almost simultaneous and transmit and 
receive game data of each other, the multi-player game which vies in other game 
machines and ranking is performed. 

[0019] this time — each game machine — the elapsed time from the game start of a 
self-opportunity — a time check — measure using a means, and it is made to 
contain in the game data of a self-opportunity, and transmits towards other game 
machines Thereby, the game data of the self-opportunity which it was received and 
also included the game data and the aforementioned elapsed time of a machine are 
memorized one by one by the individual data-storage means of each game machine 
for every game machine. 

[0020] And after a multi-player game is completed, the game machine of this 
invention reads the game data constellation of the self-opportunity which the 
elapsed time from a game start adjusted, and other opportunities according to given 
conditions out of the game data constellation of the seH^opportunity memorized for 
every game machine, and other opportunities to an individual data-storage means, 
calculates a goaHn picture, and displays it on a display. 
[0021] By the display of the goaHn picture which was able to take such a 
synchronization at the time of a game end, a player can grasp the final ranking of a 
self-opportunity correctly, without being influenced by the transmission lag of game 
data. 

[0022] Especially, according to this invention, the composition which displays the 
ranking of a player as a part of game production called a goaHn picture at the time 
of a game end is adopted. Since a player can enjoy the atmosphere near gall which 
rose again visually immediately after a game end, it can give the strong motivation 
for checkin [ a game ] again to the player which performs a game, and, thereby, can 
raise the operating ratio of the whole game system. 

[0023] in addition, the game data which are transmitted and received from each 
game machine according to this invention — a time check — when displaying a 
goal-in picture by considering as the composition in which time is included, it is not 
necessary to perform the special amendment operation for a synchronization For 
this reason, it becomes possible to perform the operation display of the goaHn 
picture by which the synchronization was taken, without increasing the load of each 
game machine. 

[0024] In addition, although the composition in which a goahin picture is displayed 
on all the game machines that constitute a system after a game end may be adopted 
in this invention, a goal-in picture may be displayed on all game machines. For 
example, the ranking of the player which was long overdue and made the goal from 
the head is not influenced at all by the aforementioned transmission lag. Therefore, 
you may constitute so that the aforementioned goal-in picture may be displayed 
only to a required game machine out of each game machine which constitutes a 
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game system. 

[0025] Invention of a claim 2 is set to a claim 1. moreover, the aforementioned game 
results production means Into a game, the ranking of a self-opportunity is indicated 
by the operation at the aforementioned display top based on the newest game data 
of each game machine which performs a multi-player game. It is characterized by 
indicating the last ranking by the operation based on the game data constellation of 
the self-opportunity which the aforementioned ranking display was stopped by gall 
this side, and the aforementioned individual data-storage means memorized for 
every game machine after the game end, and the aforementioned elapsed time 
adjusted, and other opportunities. 

[0026] The aforementioned game machine indicates the ranking of a self^opportunity 
by the operation based on the newest game data transmitted and received between 
each game machine which only participates in a game, without performing 
amendment processing for a synchronization to the received data from other game 
machines, in order to reduce the load in a game. The ranking in such a game will not 
necessarily become exact, when two or more game machines are performing dead 
heat. 

[0027] For this reason, each game machine of this invention stops the 
aforementioned ranking display by gall this side, and displays this on the 
aforementioned individual data-storage means in quest of the last ranking in it based 
on the game data constellation of the self^opportunity which the aforementioned 
elapsed time adjusted, and other opportunities out of the game data constellation 
memorized for every game machine after a game end. 

[0028] It becomes possible to display the last ranking correctly moreover, without 
each game machine having forced the burden for a synchronization by doing in this 
way. 

[0029] Invention of a claim 3 is set to either of the claims 1 and 2. each 
aforementioned game machine A game operation means to calculate 3-dimensional 
game space synchronizing with a predetermined refresh rate based on the newest 
game data of each game machine which performs a multi-player game, The picture 
composition means which calculates the game picture which saw the aforementioned 
3-dimensional game space from the given view position, and is displayed on the 
aforementioned display is included, the aforementioned game results production 
means It is based on the aforementioned game data constellation memorized by the 
aforementioned individual data-storage means. The operation of the 3-dimensional 
game space in the case of the aforementioned goal-in and a given view position is 
performed, and it is characterized by reproducing on a display the goal-in picture 
which looked at the aforementioned game space from the aforementioned view 
position for the aforementioned picture composition means. 
[0030] According to this invention, each game machine calculates common 3- 
dimensional game space synchronizing with a predetermined refresh rate, and 
displays it on a display by making into a game picture the picture which looked at 
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this 3-dimensional game space from the given view position. 

[0031] And the operation of the game picture in a game is performed only based on 
the newest receiving game data of each game machine, without performing 
amendment processing for the synchronization with the receiving game data from 
other game machines. Therefore, the burden for the 3-dimensional image processing 
of each game machine in a game can be reduced sharply. 
[0032] After the game end with few loads of a game operation, and the 
aforementioned game machine The game data constellation of the self-opportunity 
which the aforementioned elapsed time adjusted, and other opportunities is read one 
by one synchronizing with a refresh rate out of the game data constellation 
memorized by the individual data-storage means of a self-opportunity. The operation 
of the 3-dimensional game space which was able to take the synchronization in the 
case of goaHn, and a given view position is performed, and the goaHn picture which 
looked at the aforementioned game space from the aforementioned view position is 
indicated by reproduction on a display. 

[0033] Thus, according to this invention, it becomes possible to perform the 
operation display of the 3-dimensional game picture in a game, and the operation 
display of the 3-dimensional goaHn picture after a game end good within the limits 
of the arithmetic proficiency of each game machine. 

[0034] Invention of a claim 4 is set to either of the claims 1-4. the aforementioned 
game results production means After a game end, the aforementioned individual 
data-storage means memorizes for every game machine, the above — a time check 
— according to given conditions, reading appearance of the game data constellation 
of the self-opportunity which time adjusted, and other opportunities is carried out 
one by one, and the replay picture in the case of goaHn is calculated, and it is 
characterized by including a replay image reconstruction means to reproduce as the 
aforementioned goaHn picture 

[0035] Thus, after a game end, the fun as a game can be further raised by indicating 
by reproduction and having a player enjoy the excitement in the case of goaHn 
again by making the game picture in the case of goaHn into a replay picture. 
[0036] In the claim 4 by which invention of a claim 5 is subordinate to a claim 3, the 
aforementioned replay image reconstruction means sets the aforementioned view 
position as the position which looks at the player character which turns the inside of 
the aforementioned game space to gall, and moves from near gall, and is 
characterized by reproducing the aforementioned replay picture. 
[0037] A replay picture becomes what displays more effectively the situation in the 
case of goaHn of each player from a viewpoint of game production, and, according 
to this invention, thereby, can raise the fun of the game itself further by setting a 
view position as a different position from the view of a player character, especially 
the position which looks at the player character which moves towards gall from near 
gall. 

[0038] Invention of a claim 6 is set to either of the claims 1-5. the aforementioned 
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game results production means After a game end, the aforementioned individual 
data-storage means memorizes for every game machine, the above — a time check 
— according to given conditions, reading appearance of the game data constellation 
of the self-opportunity which time adjusted, and other opportunities is carried out 
one by one, and the picture for photo finish of the ranking of each game machine in 
the case of goal-in is calculated, and it is characterized by including a photo finish 
image reconstruction means to reproduce as the aforementioned goaHn picture 
[0039] According to this invention, the ranking at the time of two or more game 
machines making a goal by the slim margin can be displayed correctly visually, and it 
can transmit to a player. 

[0040] Since the ranking of two or more players which have performed the game can 
be transmitted to a player in the form of photo finish after a game end, carrying out 
dead heat especially according to this invention, the atmosphere of a game can be 
enlivened immediately after a game end, and a thereby still more interesting game 
system can be realized. 

[0041] In the claim 6 by which invention of a claim 7 is subordinate to a claim 3, the 
aforementioned photo-finish image reconstruction means sets the aforementioned 
view position as the position which looks at the player character which turns the 
inside of the aforementioned game space to gall, and moves from near gall, and slow 
reproduction carries out in the replay picture of this side where a top player 
character makes a goal, and a replay picture stands still to the moment of gall, and it 
carries out displaying as the aforementioned photo-finish picture as the feature. 
[0042] According to this invention, by the continuation reproduction display with 
slow reproduction of a replay picture, and the right picture for photo finish of the 
moment of gall, the game production at the time of making a goal, while two or more 
players carried out dead heat can be raised further, and a more interesting game 
system can be realized. 

[0043] It is characterized by invention of a claim 8 performing a game machine 
besides the above, and a multi-player horse race game in either of the claims 1-7. 
[0044] Thus, in a horse race game in which two or more players compete for ranking, 
by indicating the aforementioned goal-in picture which was able to take the 
synchronization after a game end by the operation, the atmosphere after a game end 
is enlivened effectively and a more interesting game system can be realized. 
[0045] Invention of a claim 9 transmits and receives game data of each other with 
other game machines, the time check which is the game machine which performs the 
multi-player game which vies in other players and ranking of a game machine, looking 
at the game picture displayed on a display, and measures the elapsed time from the 
game start of a self-opportunity — with a means A means to make include the 
aforementioned elapsed time in the game data of a self-opportunity, and to transmit 
to them towards other game machines, An individual data-storage means by which it 
is received and also the game data of a machine and the game data of a self- 
opportunity including the aforementioned elapsed time are memorized one by one for 
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every game machine, and on the aforementioned display, in a game Based on the 
newest game data of each game machine which performs a multi-player game, the 
ranking of a self^opportunity is indicated by the operation, the aforementioned 
ranking display is stopped by gall this side, and it memorizes for every game machine 
for the aforementioned individual data-storage means after a game end — having — 
and the above — a time check — it is characterized by including the game results 
production means which indicates the last ranking by the operation based on the 
game data constellation of the self-opportunity which time adjusted, and other 
opportunities 

[0046] According to this invention, the burden of each game machine in a game is 
mitigated, and, moreover, the game system which can indicate the exact last ranking 
by the operation can be realized after a game end. 

[0047] Invention of a claim 10 is a game system which performs the multi-player 
game which competes in the player of other game machines, and common game 
space for the ranking of each player mobile, while the player of each game machine 
looks at the game picture displayed on a display including two or more game 
machines formed so that transmission and reception of game data could be 
performed mutually, and it is characterized by using one game machine of the 
aforementioned claims 1 -9 as each aforementioned game machine. 
[0048] 

[Embodiments of the Invention] Next, the form of suitable operation of this invention 
is explained in detail based on a drawing. 

[0049] An example of the multi-player game system for horse race races by which 
this invention was applied is shown in the system general drawing 1 . As for the game 
system of the form of this operation, two or more independent game machines 10-1, 
10-2, and .... are connected in the shape of a loop. 

[0050] Each aforementioned game machine 10-1, 10-2, and .... transmit and receive 
game data among other game machines through a communication interface 22 and a 
transmission line 24. With the form of this operation, the transmission line 24 
connected in the shape of a loop is formed so that game data may be transmitted in 
the direction of the circumference of a clock. 

[0051] Here, the independent game machine 10-1, 10-2, and .... mean being formed 
so that each, game machine 10-1, 10-2, and can perform a single handicap player 
game independently, respectively, and it does not mean what housing for game 
machines forms independently, respectively. 

[0052] As shown in drawing 2 , each aforementioned game machine 1 0 is formed in 
the model in the racehorse. And looking at the game picture displayed on the front 
display 18, the player 16 over the racehorse main part 14 controls the self-horse 
displayed on a display 18 by rocking the racehorse main part 14 forward and 
backward, as reins 20, a whip, etc. are operated and it is shown in drawing 2 (A) - 
(C), and it is formed so that it may compete with other horses which appear in 3- 
dimensional game space. Although a player 1 6 can make it run a selfHiorse fast by 
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moreover making the racehorse main part 14 rock early on a big rocking square, the 
respectively fundamental amount of stamina is set to the horse which each player 
controls, and it must make it have to run a self-horse fast in the range which does 
not exhaust this stamina, and must compete with other horses. 

[0053] The concrete functional block diagram of the game machine 10 of the form of 

this operation is shown in the block diagram 3 of a game machine. 

[0054] the game machine 1 0 of the form of this operation — the operation control 

section 30, a work RAM 40, an image processing system 42, and a time check — the 

counter 60 as a means, the individual data-storage section 62, a display 1 8, the 

player input section 44, the coin injection section 46, and I/O interface 50 are 

included 

[0055] The aforementioned operation control section 30 is constituted including 
ROM which memorized CPU and the predetermined program, and it is constituted so 
that it may function as the game operation part 32, the group setting section 34, and 
the game results production section 36. 

[0056] The aforementioned player input section 44 is constituted including the 
various control units to which the players 1 6, such as a rocking angle detecting 
element of reins 20 and a racehorse main part, control a horse. 
[0057] Based on data, a predetermined game program, etc. in the manipulate signal 
from the aforementioned player input section 44, and a work RAM 40, the 
aforementioned game operation part 32 calculates 3-dimensional game space where 
the horse which is a predetermined course and a player controls competes with 
other horses, and turns the result of an operation to an image processing system 42, 
and it outputs. Here, 3-dimensional object space is calculated as the aforementioned 
3-dimensional game space. 

[0058] And an image processing system 42 functions as a picture composition 
means, calculates the game picture which looked at the aforementioned 3- 
dimensional game space from the given view position, and displays this on a display 
18. 

[0059] Namely, based on the game data showing the current position of a self- 
opportunity etc., the receiving game data from other game machines, etc., as shown 
in drawing 4 , the aforementioned game operation part 32 The operation by which 
the selfHiorse 110 on which a player controls a course 100 top sets the view 120 
turned in the run direction of a self-horse as the back position of the selfHiorse 110 
while calculating 3-dimensional object space which competes with the other horses 
1 12 which other players and a computer control is performed. The relative position 
of this view 120 and the self-horse 110 is being fundamentally fixed in the game. 
[0060] And an image processing system 42 calculates the game picture which looked 
at 3-dimensional object space from the view 120 based on the positional information 
of the calculated 3-dimensional object space and a view 120. 
[0061] Thereby, on a display 18, the game picture 200 as shown in drawing 5 is 
displayed. This game picture 200 expresses the state where the self-horse 1 1 0 is 
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competing with the other horses 112, on the horse race course 100. 
[0062] It is at transmission and reception of data, and the time, and in order to 
perform a multi-player game using such a game machine 10, it is necessary to 
transmit and receive the data of each game machine 10 between each game 
machine 10-1, 10-2 10-8. 

[0063] The custom IC 56 for communication performs transmission and reception of 
the data between other game machines performed through a transmission line 24 by 
controlling reception RAM 52, transmission RAM 54, and a communication interface 
22. That is, once the transmit data which they were incorporated by the operation 
control section 30 through the work RAM 40 once the received data from other 
game machines were written in into reception RAM 52, and was calculated by the 
game operation part 32 of the game machine 10 concerned etc. is written in in 
transmission RAM 54 through a work RAM 40, it is transmitted to other game 
machines through a communication interface 22. 

[0064] In addition, in the system of the form of this operation, the game machine 
with which eight sets of game machines 10-1 and the game machine which entered 
the multi-player game first out of 10-2....10-8 entered the master later is 
automatically set as a slave. 

[0065] When it enters a game, the game machine 10 used as a master carries out 
initial setting of the counted value of the counter 60 of a self^opportunity, and 
whenever other game machines used as a slave enter a game, it carries out initial 
setting of the counted value of the counter of the game machine concerned to the 
same value as a self^opportunity. By this, the counter 60 of all the game machines 
10 that entered the game will carry out the count output of the same value. 
[0066] Moreover, the group setting section 34 of each game machine 10 determines 
between which game machines a group setup for multi-player games is performed 
based on the input signal from the player input section 44 and the coin injection 
section 46, the received data from other game machines received by reception RAM 
52, etc. Specifically, an operation setup of the group number (refer to drawing 8 ) of 
the substrate status outputted to transmission RAM 54 is carried out. As the setting 
technique of such a group, various kinds of technique is employable if needed. As 
the concrete technique, it applies to the 7th column of the 33rd line of JP,3- 
70993,B for which these people applied previously - the 11th column of the 44th line, 
for example, and the example is indicated, it applies to the 12th column of - of 19th 
line the 42nd line further, and other examples are indicated. 

[0067] And each game machine 10 which already entered judges the receptionist 
end of the entry to this multi-player game based on the counted value of the 
counter 30 of a self-opportunity. That is, if a multi-player game is entered as 
mentioned above, the value of the counter 60 of all the game machines 10 that 
entered will be altogether set as the same value by the instructions from the game 
machine used as a master. Therefore, when the value of the counter 60 of each 
game machine 10 which entered turns into predetermined counted value, entry 
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receptionist mode is ended, each game machine goes into start preparation mode 
automatically, and the count-down display for a start is performed on a picture. 
[0068] And each game machines 10 start a game all at once immediately after 
completing this count-down display. Naturally, the value of the counter 60 of each 
game machine 10 at the time of this game start will take the same value. 
[0069] And each game machine 10 transmits the game data obtained according to 
this game operation towards other game machines through a communication 
interface 22 while it performs the game operation of a self-opportunity 
synchronizing with the refresh rate (an example 1 / 60 seconds) of a picture and 
displays the game picture on a display 18. At this time, this game data transmitted is 
formed so that the counted value of the counter 60 of a self-opportunity may be 
contained. Since the elapsed time of each game machine from a game start is 
specified, this counted value contained in game data is used. 
[0070] And in the individual data-storage section 62, it is received, and also for 
every game machine, each game machine 10 writes in the game data of a machine, 
and the game data of the self-opportunity containing the aforementioned counted 
value one by one, and memorizes them. 

[0071] An example of the game data constellation which wrote in the individual 
data-storage section 62 of a game machine 10-1, and was memorized is shown in 
drawing 9 . In this drawing, D1s, D2 second — D8s expresses the initial value at the 
time of the game start of each game machine which entered, and expresses the 
game data transmitted one by one from other game machines except it. Write-in 
storage of such a game data constellation is performed by the operation control 
section 30. 

[0072] And each game machine 10 in a game performs a game operation 
synchronizing with a predetermined refresh rate based on the newest game data 
constellation of each entry game machine which wrote in the individual data-storage 
section 62, and was memorized, as shown in drawing 9 , and it expresses a game 
picture as real time on a display 18. 

[0073] At this time, the game results production section 36 functions as a results 
operation means to calculate the game ranking of a self^opportunity, based on the 
newest game data constellation of each game machine 10 used for the operation, 
and displays this on a display 1 8 using an image processing system 42. 
[0074] Thereby, the player of each game machine 10 can enjoy the multi-player type 
horse race game which competes with other players, looking at the ranking display of 
the game picture 200 displayed on a display. 

[0075] By the way, in the multi-player game system of the form of this operation 
constituted in this way, synchronizing with the count signal which the counter 60 of 
a self-opportunity outputs, each game machine 10 is performing the game operation 
uniquely, respectively, and omits amendment processing for the synchronization 
between other game machines 10. 

[0076] For this reason, the game picture of each game machine 10 is influenced 
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[ the transceiver delay of the game data between each game machine, and ] of the 
omission in transmitting etc., and when performing the ranking judging at the time of 
each player making a goal, it poses a problem. 

[0077] For this reason, in each game machine 1 0, the game results production 
section 36 is constituted so that the game data constellation which the counted 
value of a counter 60 adjusted may be read according to given conditions out of the 
game data constellation of the self^opportunity memorized in the aforementioned 
individual data-storage section 62 after the game end, and other opportunities, a 
goaHn picture may be calculated and it may display on a display 18. 
[0078] That is, the data constellation (data constellation of the counted value of the 
same value) which the counted value of a counter 60 adjusted is read on given 
conditions as a data constellation which was able to take the synchronization out of 
the game data constellation of each game machine memorized in the individual data- 
storage section 62, and a goaHn picture is calculated. 

[0079] Thus, the #* which does not take the synchronization of the game data with 
which it is transmitted and received between each game machine by the inside of a 
game according to the game system of the form of this operation, A game operation 
is performed in the asynchronous state and the load of the operation of each game 
machine is mitigated, moreover, after a game end The goaHn picture which was able 
to take the synchronization completely using the counted value beforehand included 
in game data is calculated, and the composition of displaying this on a display 18 as 
a part of game production is adopted. It displays the display of the aforementioned 
last ranking as a part of game production, the strong motivation [ checkin / a game 
/ again / motivation ] is given to the player which finished the game it not only 
solves simultaneously two technical problems of the display with the last ranking 
exact at mitigation of the operation load of each game machine in a game, and the 
time of goal-in by this to each player, but, and it becomes possible to raise a 
system-wide operating ratio. 

[0080] Below, the concrete composition is explained in detail. 

[0081] **** of transmit data — the composition of game data is explained in detail 
first 

[0082] The composition of the game data transmitted and received in the form of 
this operation is shown in drawing 7 . each game machine 10-1 and 10-2 — game 
data D1k of and D2k ... consists of substrate status data and self^opportunity 
status data fundamentally K expresses the turn of the game data calculated with 
each game machine synchronizing with a refresh rate here. 

[0083] drawing 8 — the above — each — game data D1 k and D2k — the concrete 
contents of ... are shown 

[0084] The aforementioned substrate status data are constituted including the 
information on a command, a substrate number, the group number, a count signal, a 
checksum, and others. 

[0085] The aforementioned command is data in which the present mode of a game 



H1 0-23501 7 



18 



machine 10 is shown. For example, it expresses whether it is the attracting mode 
before a coin injection (waiting-for-customers state), or it is the game mode in 
which the player is carrying out the game. 

[0086] A substrate number carries out the role of the identification number of its 
own game machine. In the system which connects eight sets of game machines 1 0 
through a transmission line, the received data stored in reception RAM 52 and the 
individual data-storage section 62 use in order to discriminate of which game 
machine it is a thing. 

[0087] When performing a multi-player game, the group number is used in order to 
distinguish the game machine belonging to the same group. When set as the same 
group, the group number takes the same value. 

[0088] The aforementioned count signal is data showing the time of the game data 
concerned calculating. It expresses whether it is data specifically calculated when 
what frame had passed since the game start of the game machine concerned. It is 
used in order to read the game data constellation which was able to take the 
synchronization from the individual data-storage section 62 in order that this count 
signal might perform the operation of the last ranking at the time of a game end, and 
the operation display of the goal-in picture which was able to take the 
synchronization. 

[0089] The aforementioned self^opportunity status data are constituted including 
the statuses, such as existence of a horse and a collision judging, Z coordinate data, 
X coordinate data, X variation data, Z variation data, angle-of^rotation data, and 
other data. 

[0090] The statuses, such as existence of the aforementioned horse and a collision 
judging, are flags which stand when a self-horse collides with other horses. If XZ 
coordinate data of a self-horse and other horses is compared and both are in 
agreement, it will judge that it collided with other horses, and a flag will stand. 
[0091] Z coordinate data are distance data on the course which makes a start point 
a zero. 

[0092] X coordinate data are the movement magnitude of the right and left on the 
basis of the center of a course. 

[0093] X variation data are the distance on the X-axis which the selfHiorse moved 
by one frame (1 / 60 seconds). The position of the X coordinate of a self-horse is 
pinpointed with X coordinate data. 

[0094] While carrying out an operation setup of the aforementioned command and 
the substrate number, the setting operation of the group number to which the 
aforementioned group setting section 34 performs a multi-player game is performed, 
and it consists of game operation each game machine 10 so that a counter 60 may 
output the aforementioned count signal. Furthermore, the aforementioned game 
operation part 32 is formed so that the operation output of the aforementioned self- 
opportunity status information may be carried out. Such an operation output of the 
substrate status and the self-opportunity status is performed every [ 1/] 60 
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seconds, and it is transmitted towards other game machines through transmission 
RAM 54, a communication interface 22, and a transmission line 24. 
[0095] And in the individual data-storage section 62 of each game machine 10, as 
the game data transmitted and received by doing in this way and the game data of a 
self-opportunity show drawing 9 , it memorizes one by one for every game machine, 
and each game machine 10 performs the game operation which synchronized with 
each refresh rate based on the newest game data constellation memorized in this 
way. 

[0096] For example, as the multi-player game is performed among eight sets of 
game machines 10 by four sets of game machines 10-1, 10-2, 10-3, and 10-4 and it 
is shown in drawing 9 The case where the newest game data D13 of a self- 
opportunity and the newest game data D21, D32, and D42 of three sets of other 
games 10-2, 10-3, and 10-4 write in, and are memorized in the individual data- 
storage section 62 of a game machine 10-1 is assumed. In this case, this game 
machine 10-1 calculates a game picture using these newest game data D13, D21, 
D32, and D42, and displays this on a display 18. 

[0097] However, as shown in drawing 9 here, compared with the data D13 of the 
game machine 10-1 of a self-opportunity, the transmit data D21 of a game 10-2 
becomes what was overdue one frame, and two sets of other game machines 10-3 
and the data D32 and D42 of 10-4 have become what was overdue by two frames. 
This originates in data transmission delay from other game machines. 
[0098] The game results production section 36 displays the ranking of the game 
machine of a self^opportunity on a game picture using the newest data D13, D21, 
D32, and D42 of such each game machine. Although such a ranking display should be 
performed using the data, D13, D23, D33, and D43, which were able to take the 
synchronization originally transmitted from each game machine, a real-time 
indication of the ranking which must wait until all the data that were able to take the 
synchronization will be assembled, if it does in this way, for example, changes with 
dead heat quickly cannot be given. [ for example, ] 

[0099] In order [ being such ] to solve the problem of a ranking display which lacks 
in accuracy a little, the operation control section 30 of each game machine 1 0 
Although the ranking display of a self^horse is performed using the newest data 
constellation remembered to have mentioned above this side fixed distance of goal- 
in in the individual data-storage section 62 after a game is started It is constituted 
so that the ranking display of a self-horse may be stopped until it passes through 
the predetermined position before a self^horse making a goal and makes a goal. 
[01 00] And after a self^horse makes a goal, the operation control section 30 of each 
game machine 10 is constituted so that it may function as a replay image 
reconstruction means (Step S 10-20), a photo finish image reconstruction means 
(Step S10- 16, 22-26), and a last ranking operation means (Step S10- 16 28) as 
shown in the flow chart of drawing 10 . 

[0101] That is, as shown in drawing 10 , after a race ends each game machine 10, 
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the game data of a self-opportunity currently made from their substrate are turned 
to other game equipments, and it transmits (Step S10), and judges whether all the 
game data from other game machines 10 which enter the race were received after 
that (Step S12). 

[0102] If reception of the game data of all the game machines 10 is completed and it 
is written in the individual data-storage section 62 f each game machine 10 will sort 
the game data for every game machine memorized in the individual data-storage 
section 62 in order of a clock (Steps S14 and S16). 

[0103] That is, each game machine 10-1 and the game data constellation of every 
10-2 — which were memorized by the individual data-storage section 62 as shown 
in drawing 9 perform processing which performs rearrangement to each data so that 
it may become the game data list which was able to take the synchronization 
mutually. For example, a game machine 10-2, 10-3, and the data that were able to 
take the synchronization of 10-4 are set to D2n, D3n, and D4n to data D1n of a 
game machine 10-1, respectively. Therefore, each data list substitute processing is 
performed so that these data constellations may be dealt with as a data 
constellation which was able to take the synchronization. 

[0104] Although it is also possible to perform such data list substitute processing by 
actually rewriting the data list in the individual data-storage section 62 With the 
form of this operation, each game machine 10-1 and eight reproduction position 
pointers which specify the read-out starting address to the data constellation of 10- 
2 — 10-8 are formed. The preset value corresponding to the amount of synchronous 
gaps is given to each reproduction position pointer so that each [ these ] 
reproduction position pointer may read the data which were able to take the 
synchronization mutually out of the data constellation for every game machine. 
[0105] After each data list substitute processing is completed, next, each game 
machine 10 judges whether the self-horse made the goal within 1 second from the 
head horse (Step S18), and when it is judged that the goal was made within 1 second, 
it reproduces a replay picture (Step S20). That is, it functions as a replay image 
reconstruction means. 

[0106] All the players by which reproduction of this replay picture made the goal 
within 1 second from the head horse are started after 3-second progress from goal- 
in of a head horse as an object. At this time, the reproduction position pointer 
mentioned above is controlled to carry out the reproduction starting position of data, 
2 seconds [ of each game machine 10-1 and 10-2 — ] before a head horse makes a 
goal, and to make a reproduction end position into the 1 -second progress back of 
goal-in of a head horse. A reproduction indication of the replay picture at the time 
of a head horse making a goal by this is given for a total of 3 seconds. 
[0107] For example, the horse of a game machine 10-1 makes a goal as a head 
horse, and assumes that the game data of 2 seconds ago are D1n from this goaHn. 
In this case, each reproduction position pointer specifies a read-out starting address 
that the data of the beginning of each game machine read as a replay picture 
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become D1n D 2n D 3n D 4n — , respectively. 

[0108] Furthermore, at this time, as shown in drawing 4 , the view position for 
reproducing a replay picture is set as the position 122 which looks at each horse 
which moves towards gall from near gall 130, thereby, is the view of the camera 
before gall of the television relay style, and can indicate the replay picture by 
reproduction a center [ a head horse ]. 

[0109] Consequently, a player can enjoy the replay picture which was able to take 
the synchronization completely after the game end as a picture seen from the 
camera angle before gall, and the inside of a game can recognize the picture which 
was in sight only from the view 1 20 of the self-horse which a player controls as a 
picture seen from the objective view position, and can judge the ranking of a self- 
horse correctly. 

[01 10] such a series of step S — next, an end of 18 and 20 performs image 
reconstruction for photo finish which shows each game equipment 10 at Steps S24 
and S26 when a selfHiorse judges whether less than 1/2 length was reached (Step 
S22) and reaches less than 1/2 length from a head horse That is, it functions as a 
photo finish image reconstruction means. 

[0111] A self-horse is contained in championship argument, and such photo finish is 
performed for all players supposing the case where the order of arrival is a slim 
margin. 

[01 12] And if judged as yes at Step S22, the production picture 310 containing the 
message 320 which tells first that they are the photo finish bulletin board 310 of 
drawing 6 (A) and photo finish will be displayed on a display 18 (Step S24), and, next, 
the reproduction display of a photo finish picture will be performed (Step S26). 
[01 13] The camera position for photo finish image reconstructions is set as the 
position of 122 shown in drawing 4 like the aforementioned replay picture, and 
reproduces the image of a total of 1 second and a half 1 second and half before a 
head horse makes a goal, until it makes a goal like the aforementioned replay picture. 
[01 14] At this time, the image of the 1 aforementioned second and a half before gall 
is extended at 3 seconds, and it is indicated by reproduction as a slow replay picture, 
and the moment the head horse moreover made the goal, it displays for 2 seconds 
as a quiescence image for photo finish. In drawing 6 (B), an example of the 
quiescence image for this photo finish is shown, and the order of arrival of each 
horse which made the goal by the slim margin from this quiescence image as shown 
in this drawing is visually judged correctly. Naturally, this slow replay picture is 
calculated based on the data sorted in order of the clock at Step S16. 
[01 15] After such a series of step S22, and 24 and 26 are completed, next, each 
game machine 10 calculates the last ranking of each horse based on the data sorted 
in order of the clock at Step S16, and displays this on a display 18 (Step S28). The 
operation of the last ranking is performed to the value of the aforementioned count 
signal, and the player which has not reached until game exaggerated based on 
mileage data to the player which made the goal. Thus, it functions as a last ranking 
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operation means. 

[01 16] Thus, each game machine stops a ranking display by this side which makes a 
goal, and it is constituted so that the exact last ranking may be displayed at Step 
S28 after a game end. Even when this performs an asynchronous multi-player game 
operation, the last ranking of each player can be displayed correctly, without 
impressing sense of incongruity in each player. 

[01 17] In addition, with the gestalt of this operation, it is aimed at all the players 
that made the goal in the predetermined time from the head horse after a game end. 
All the data of each game machine indicate the slow replay picture in the case of 
goal-in by reproduction, where a synchronization is taken. Furthermore, by adopting 
the composition which displays similarly the slow replay picture and static image for 
photo finish to the player which made the goal by the slim margin A game can be 
terminated without impressing in a player the problem generated according to the 
asynchronous multi-player game operation in a game. 

[0118] Especially, each player can give the strong motivation [ checkin / re-/ the 
game concerned / to each player / can end a game, with climax of a game sensed, 
consequently / motivation ] by adopting the composition which performs game 
production of performing the reproduction display of a goaHn picture after a game 
end. 

[01 19] In addition, this invention is not limited to the gestalt of implementation of 
the above 1, and various kinds of deformation implementation by within the limits of 
the summary of this invention is possible for it. 

[0120] For example, although the gestalt of the aforementioned implementation 
explained this invention taking the case of the case of being adapted for a horse 
race game, this invention can be broadly adapted for the multi-player game in which 
it can be broadly adapted to the game which vies in ranking other than this, for 
example, two or more racing cars can compete for ranking, and other games. 
[0121] Moreover, although instruction-manual Ming of the case where two or more 
game machines are connected on a loop was carried out to the example with the 
gestalt of the aforementioned implementation, this invention can be broadly adapted, 
even when it can apply to topologies other than this broadly, for example, each game 
machine is connected the shape of a tree, and in the shape of a star and it 
constitutes a network, even when connecting through a bus line, and when it 
constitutes a network combining looping and a star type. 

[0122] Furthermore, although each game machine was explained taking the case of 
the case where it connects through a data transmission line mutually, this invention 
may consist of gestalten of the aforementioned implementation so that it may 
connect mutually for example, through various communication channels not only this 
but in addition to this. For example, through the telephone line, each game machine 
10 is constituted as a home video game machine, and other home video game 
machines may be connected, and you may constitute so that a multi-player game 
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can be performed. 
[0123] 



[Translation done.] 
* NOTICES * 

Japan Patent Office is not responsible for any 
damages caused by the use of this translation. 

1. This document has been translated by computer. So the translation may not 
reflect the original precisely. 

2. **** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 
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